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It  isn’t  Just  about  me. 

It  isn’t  Just  about  you,  either. 

It’s  about  all  of  us.  I  don't  just  mean  comics,  but  everything.  We’re  all  a  team  in  the 
scheme  of  things  and  you’d  better  get  that  now.  There  are  people  around  you  who  matter 

I'm  telling  you  right  now  that  it's  time  to  take  a  stand  for  your  life.  There  are  bigger 

If  each  person  who  reads  this  takes  something  and  does  something  positive  for  the 
world  around  them,  then  it’s  worth  it.  Tell  important  people  in  your  life  that  you’re 
thinking  of  them.  Tell  your  parents  that  you  love  them.  Tell  your  spouse  you’re  sorry  for 

I  don't.  And  I’ll  keep  trying... for  Rhonda.  Victoria  and  Alexander.  And  for  my  uncle  Brad. 

The  Sketch  Card  Event 

Blue  Line  is  sponsoring  a  Sketch  Card  Gallery  Exhibit  on  March  8.  2008  at 

artists.  Blue  Line  will  send  sketch  cards  for  the  artist  to  do  their  illustrations  and 
Cqmics2Games  will  set  up  the  display  for  the  event.  The  Exhibit  will  be  up  all  day  with  a 
get-together  with  some  of  the  artists  from  5  to  8pm  that  evening.  Then,  after  the  show, 
the  cards  will  be  auctioned  on  eBay  with  the  proceeds  donated  to  the  American  Cancer 

the  time  to  illustrate  a  few  cards  for  a  good  cause.  Blue  Line  is  supplying  the  sketch 
cards  for  the  show  and  will  mall  blank  cards  to  artists  upon  request  to  illustrate  for  this 


For  more  information,  contact  Comics2Games  at  (859)  647-7568  or  you  can  contact 

participate  in  the  event  for  this  worthy  cause.  And  come  March  8  2008.  bid  on  the  sketch 
c^rds  on  eBay! 


you  know.  Help  the  fight  against  cancer  and  participate  in  this  sketch  card  event! 


Sketch:  What's  on  your 
drawing  table  right  now, 
Steve? 


Steve:  I'm  working  on  an 
1 1  -page  Sundra  Peale 
story  for  N^xus  #100.  It’s 
going  as  ejected — slow. 
But  it’s  exciting  to  finally 
be  painting  some  of  our 
backup  Nexus  stories  in 
watercolor.  That’s  a  long 
overdue  first  for  me. 

Since  forming  Rude  Dude, 


I’m  ready  to  try  most 
anything  I’ve  ever  wanted 
to  do  with  my  career.  It’s 
very  liberating.  Painting 
some  of  the  stories,  like 
Alex  Ross  has  done,  is 
one  of  them,  though  I 
don’t  think  anyone 
can  quite  reach  his  talent 
level.  I’ll  give  it  my  best 
shot,  though. 

Sketch:  Is  there  anything 
you  wish  you  doing  in¬ 
stead? 


Steve:  Nope.  And 

it’s  been  even  better  since 

I’ve  hired  someone  to  do 

Sketch:  Looking  around 
your  workspace,  what 
things  surround  you  and 
affect  you? 

Steve:  I  have  a  large 
studio  space  in  a  two- 
story  house.  1  live  with 
Princess  Gino,  whom  I've 
wisely  married,  and  have 


Steve:  Thankfully,  I  still 
have  Inspiration.  Good 
thing  I  have  a  good  role 
model  in  Jack  Kirby.  He 
was  past  50  when  he  did 
his  greatest  w<jrk.  Jack 
always  said  there’s  noth¬ 
ing  more  challenging  than 
doing  comics. 


Steve:  The  process  is  the 
same  outwardly,  and 
probably  inwardly,  too.  I 
read  the  script,  go  thru 
the  thumbnail  stage, 
research,  and  then  the 
hard  part — actually  draw- 

pages!  Good  thing 
being  creative  has 
so  much  fun  built 


two  little  kids.  Mr. 
Silly  (aka  Brandon) 
and  Super  Little  Kid 
(aka  Jessica).  Ages  6 
and  4.  I  just  turned 
50. 


Steve:  Well,  first 
of  all  I’m  getting 
up  too  late  lately. 
The  alarm  goes  off 
at  10.00  a.m.  but 
I’m  never  quite 
awake  by  then. 
Shameful.  I've  started 
working  night  hours  be¬ 
cause  of  the  work  needed 
for  Rude  Dude.  Putting 
the  "Sillies”  to  bed  is 


always  traumatic.  They 
never  want  to  go  to  bed, 
especially  "Super”.  When 
I’m  finally  rousted,  I  usu¬ 
ally  do  business  and  e- 
mail  responses  in  the 
morning  (that’s  after 
10:30 — ugh!)  and  I  can 
usually  start  work  around 
1:00. 


Sketch:  How  do  approach 
dong  a  page?  Or  a  whole 
story? 


f 


Steve:  As  you  all  know, 
it’s  all  dependent  on  the 
script.  I  read  the 
story  first  as  a  fan,  to  see 
if  it  entertains  me.  If  it’s 
lacking  something  or  feels 
internally  wrong  t< 
me  (more  often  than  l 
not),  it  has  to  be 
brought  up  to  stan¬ 
dards.  Otherwise,  I 
I’ll  just  go  ahead 
and  start 

thumbnailing.  If  it  i 
does  need  a  rewrite,  l 
then  I’ll  talk  to  the  I 
writer  first.  My  story  I 
standards  must  be  | 
getting  tougher, 
because  I’ve  sent 
more  than 'my  share  | 
of  recent  scripts 
back  for  a  higher 


everything.  Still — 
school  or  not,  all  the 
good /great  artists 
are  really  students 
for  life.  Mastery  is 
perhaps  for  the 
delusional.  Unless 
one  thinks  they're 
beyond  improving 
anymore. 


Sketch:  What  do  you 
think  about  art  school  and 
formal  training? 


Steve:  School  was  very 
important  to  my  career, 
and  still  is.  But  the 
teacher,  as  you  know,  is 


Sketch:  I  know  that  you 
have  influences.  Is  there 
anyone  current  whose 
work  you  follow? 


me  what  he's  been  work¬ 
ing  on.  He's  always  been 
an  amazing  gentleman  to 


Steve  Don’t  read 
'em  much  anymore. 

All  the  books  in  my 
collection  barely 
extend  beyond  the 
late  80’s/  early 
90's.  Occasionally 
something  recent 
will  find  it's  way  to 
me,  but  for  the  most 
part,  comics  today 
have  a  very  cold  and 
superficial  kind  of  feel  to 
them.  Alex  Ross  is  al¬ 
ways  nice  enough  to  send 


Sketch:  Are  there  writers 
you  might  like  lo  work 
with  or  do  you  pee  this 
venture  as  becoming 
more  your  personal  jour¬ 
ney  as  a  comics  creator? 

Steve:  Well,  whatever  1 
do,  it’s  going  to  involve 
people  I  hand  pick.  That’s 
part  of  the  fun  of  starting 
your  own  ball  game. 


Sketch:  What  does  Gaiy 
Martin  bring  to  the  table 
with  his  inks? 


Steve:  Brushes  and  pens, 

I  believe.  An  occa¬ 
sional  entree’, 
if  asked.  Mainly,  my 
standards  for  inkers 
are  so  lofty,  it’s  all 
Gary  can  do  to  keep 
my  drawing  intact. 
My  pencils  are  fairly 
tight,  but  one  line 
off  and  a  smile 
turns  into  a  crooked 
sneer.  1  myself 
have  a  hard  time 
with  it.  Inking  is  a 
tougher  job  than  I  or 
most  people  think! 
There’s  very  few 
Alex  Raymond  types 

quite  as  “inker-proof  as 
Jack  Kirby  could  be  at 


Steve:  I  feel  It  ray  duty, 
having  spent  so  much 
time  learning  to 
understand  drawing  and 


painting,  that  I’m 
always  happy  to  help 
anyone  sincerely  in 
need  of  some  help. 
Much  of  it  is  simpler 
than  people  usually 
overthink  it  to  be. 
Mainly,  it's  just 
understanding  the 
comic  practice  of 
clear  storytelling 
from  growing  up  and 
reading  them,  and 
just  applying  what  you’ve 
learned  thru  tons  of  prac¬ 
tice  and  more  practice. 


Sketch:  Is  there  anyone 
else  whose  inks  you  like 
to  see  over  your  pencils? 

Steve:  Can’t  think 
of  anyone  off  hand,  except 
maybe  myself.  I've  had 
’em  good  and  I've  had  ’em 
fast,  but  not  too  many 
inbetween.  I  guess  that’s 
the  trick. 


Steve:  I  use  the  standard 
blue  “easier-to-erase-the- 
better"  pencil  to  lay 
things  in.  Then  I’ll  go  in 
with  an  H-B  or  an 
H  for  the  tights. 

What  I  really  need 
is  something  be¬ 
tween  an  H  and  an 
H-B.  I’m  still  wait¬ 
ing  for  someone  to 
rename  the  pencil 
business  to  make 
sense.  How  about 
H  for  “hard”  and  S 
for  “soft”?  What’s 
with  this  F  and  B 
nonsense? 


Sketch:  How  do 
you  feel  about  being 
an  influence  or  a  mentor 
to  those  trying  to  become 
comics  artists? 


.1441114=. 


mm 


SKETCH  CARD  GALLERY  SHOW 


&  AMERICAN  CANCER  SOCIETY  BENEFIT  AUCTION 


Exhibiting  aritsts  inlcude: 

CHARITY  SKETCH  CARD  EXHIBIT 

David  Peterson 

Greg  LaRouque 

Nat  Watson 

Saturday,  March  8,  2008 

Steve  Conley 

Neil  Yokes 

Jimmy  Palmiotti 

Artwork  showing  begins  10:00  am 

David  Michael  Beck  Kuzuskot 

Billy  Tan 

Artists  will  be  appearing  at  5:00  pm  until  8:00  pm 

Robert  Wayne  Hickey  Michael  Kasinger 

Bill  Nichols 

Chris  Dreier 

JimGhar 

Jimmy  Tournas 

Rob  Reilly 

Christian  Medina 

Tony  DeZuniga 

John  Broglia 

Derrick  Williams 

Joshua  Hicks 

eBAY  BENEFIT  AUCTION 

Brian  Fraim 

Uko  Smith 

Nancy  A.  Acosta 

Begins  at  5:00  pm  March  8, 2008 

Brendon  Fraim 

Mike  Whelan 

Earl  Geier 

David  Newbold 
Chis  Peckford 

Allen  Freeman 

Jim  Valentino 

Cary  Baker 

Kevin  Graham 

Steve  Bove 

Jason  Hanks 

Sponsored  by  Blue  Line  Art,  comicsXP 
and  Sketch  Magazine 

David  Mack 

Adelso  Corona 

Scott  Shehi 

Dick  Giordano 

Charles  Hall 

Steve  Rude 

Rudy  Garica 

Todd  Nauck 

NickNeocleous 

BongAbad 

Jay  Fife 

Limited  Edition  Gallery  Booklets 

Mark  McKenna 

Don  Perlin 

will  be  handed  out 

Diane  Cassell 

to  the  first  200  attendees  begin¬ 

COMICS2GAMES.COM 

ning  at  5:00  pm 

The  Multiple  i 
of  a  Successful  Writer 

The  Universe  at  Your  Finger  Tips 

Thoughts  on  Scripting  Comic  Books 


Sometimes  it  seems  like,  if  you  want  to 
succeed  as  ^’creative  writer,  you’ve  got  to  de¬ 
velop  a  split  personality.  Literally. 

And  that  really  isn’t  such  an  exaggeration.  Devel¬ 
oping  little  individualized  personalities  that  you 
can  compartmentalize  inside  your  head  can  really 
be  a  key  to  surviving  in  this  business  and  not 
losing  your  sanity. 


For  example,  I’ve  told  creators  who’re  just 
starting  out  to  develop  an  arrogant  alter  ego  when 
dealing  with  over-zealous  criticism,  a  personality 
you  can  shift  into  privately  when  some  smart 
aleck  is  gleefully  ripping  apart  your  work.  That’s 
when  it's  good  to  just  go  to  a  place  somewhere 
inside  your  brain  where  you  can  immediately 
dismiss  the  negativity  and  erase  it  from  your 
memory. 


SCRIPTING 


You  don’t  want  to  become  a  generally  arrogant 
person  in  the  other  aspects  of  your  life,  especially 
when  listening  to  thoughtful  feedback  that  can 
help  build  you  into  a  stronger  writer.  But  when 
someone  is  just  beating  you  up  for  doing  it  differ¬ 
ently  than  they  would  have  done  it  themselves, 
it’s  good  to  have  that  little  arrogant  guy  some¬ 
where  inside  you  to  privately  toss  that  negativity 
into  a  mental  wastebasket  and  have  it  be  gone 

And  there  are  lots  of  other  ways  you  need  to 
be  a  virtual  split  personality  to  do  your  best  in  this 
business. 

For  instance,  some  days  you’re  the  creative 
genius  and  some  days  you’re  the  savvy  business 
mind.  You  can’t  be  a  successful  professional 

great  work  and  make  a  good  living  at  the  same 
time,  you've  got  to  master  both  skills.  And  if  you 
really  don’t  have  that  business  mind  in  you  at  all. 
you  probably  need  an  agent  or  some  other  repre¬ 
sentative  to  protect  your  professional  interests 
while  you  focus  on  the  creative  matters. 

Another  example.  Some  days  you're  a  drift¬ 
ing,  lazy  slacker,  just  clearing  your  mind  and 
waiting  for  the  next  great  idea  to  wander  into  your 
head  when  it  feels  like  it,  and  some  days  you’re  a 
highly  disciplined  craftsman  cranking  out  precision 
work  on  a  tight  deadline  and  to  exacting  specifica¬ 
tions.  If  you  want  to  be  able  to  come  up  with 
great  ideas  and  be  able  to  execute  them  well, 
you’ve  got  to  do  both. 

Some  days  you're  completely  self-absorbed, 
utterly  submerged  and  completely  fascinated  by 
the  intricacies  of  your  personal  experience  on  this 
planet,  and  some  days  you’re  a  dedicated  student 
of  the  world  around  you,  drinking  in  the  details  of 
everyone  and  everything  that  surrounds  you.  If 
you  want  to  write  stories  that  are  unique  to  you 
but  also  a  commentary  on  the  human  experience 
that  will  be  relatable  to  your  audience,  you’ve  got 
to  do  both. 

One  day  you’re  the  consummate  team  player 
because  that’s  what  the  assignment  requires,  and 
one  day  you  put  your  foot  down  and  say  it's  going 
to  be  your  way,  dammit,  because  you’re  respon¬ 
sible  for  the  work  and  that's  what  it  requires.  Your 
role  on  any  given  team  is  going  to  require  one  or 
the  other  approach  and  sometimes  both. 

Sometimes  you  open  yourself  up  to  all  kinds 
of  diverse  creative  expressions,  reveling  in  and 


learning  from  the  kaleidoscope  of  innovation  and 
invention  all  around  you.  And  other  days  you  say 
that’s  all  well  and  good,  but  you're  going  to  focus 
exclusively  on  what  you  know  and  what  really 
turns  you  on.  This  is  how  you  keep  your  work 
fresh  and  inventive  while  also  becoming  very 
good  at  what  you  like  most  and  do  bq^t. 

And  sometimes  you  find  yourself  ^hitting 
back  and  forth  between  that  creator  who  knows 
deep  down  that  he’s  damn  good  and  deserves  a 
wide  audience  and  that  creator  who’s  his  own 
worst  critic  and  who  will  never  be  truly  satisfied 
with  anything  he  does.  That's  how  you  simulta¬ 
neously  possess  an  assertive  creative  personality 
and  an  inner  insecurity  that  motivates  you  to 
always  make  your  work  just  a  little  better  than  it 

The  common  thread  here  is  balance.  You 
need  a  lot  of  different  qualities  to  do  this  job 
successfully  and  some  of  them  kind  of  conflict 
with  each  other.  Don’t  be  an  absolutist  -  some¬ 
body  who's  always  uncompromisingly  following 
one  path.  That  isn’t  admirable  or  creatively  pure, 
it’s  just  an  immature  way  of  looking  at  the  world 
and  how  you  deal  with  it. 

Achieving  this  kind  of  balance  involves  the 
self  discipline  to  use  the  exact  set  of  mental  tools 
you  need  when  you  need  them,  not  allowing 
emotional  reactions  to  rattle  you  into  pulling  out  a 
sledge  hammer  and  trying  to  force  a  solution  onto 
the  problem  at  hand. 

More  than  anything,  get  rid  of  insecurity  - 
doubts  that  bully  you  into  rigid  thinking.  Be 
secure  enough  to  be  calm,  rational  and  flexible. 

Be  the  kind  of  writer  you  need  to  be  right  now, 
even  if  it’s  completely  different  than  the  writer  you 
were  yesterday  or  will  be  tomorrow. 

The  characters  you  write  aren't  two-dimen¬ 
sional  cut-outs  who  bludgeon  their  way  through 
life  with  one  set  of  pat  answers,  and  you  shouldn't 
be  either. 


Shaw  Me  Something, 

Teii  Me  Something 
Don’t  Make  the  Writer  Turn  the 
Dialogue  into  Crib  Notes 

Motes  to  Draw  From 

by  Mitch  Byrd 

Dialogue  and  Description 

When  we  draw  comics,  we  jump  into  that  realm  Hitchcock  referred  to  as  cinema, 
cinema  in  that  the  pictures  speak  for  themselves,  and  if  the  pictures  speak  for 
themselves,  do  we  need  the  dialogue  describing  what  the  drawing  is  clearly  show- 

The  answer  would  be  no. 

You  might  think  this  a  writing  problem,  but  it  is  just  as  much  the  illustrator’s 
responsibility  to  move  the  story  along  as  the  writer’s. 

If  the  writer  jots  down  dialogue  for  the  character  in  the  instance  of  “1  am  running 
after  you  b^d  fellows”  or  “I  will  punch  you  with  intense  ferocity”  and  the  reader  can 
see  that  Speedy  Man  is  chasing  the  bad  guys  or  that  Punchy  is  punching  them  with 
intense  ferocity,  then  the  writer  can  turn  his  or  her  efforts  to  one-liners  and  possi¬ 
bly  limericks.  And  here's  a  note:  "Here’s  the  punch  line!”  has  been  used  way  too 

So  we  should  be  able  to  follow  the  stoiy  to  some  extent  by  simply  looking  at  the 
pictures.  I'm  not  trying  to  minimize  the  writer's  job,  but  just  trying  to  hint  that: 

Don’t  make  the  writer  do  your  job. 


Just  remember  not  to  have  the  characters  ci 
them  doing  things,  your  story  depends  on  it. 

Another  reason  I  didn’t  put  any  dialogue  on 
to  practice  dialogue. 

Don't  forget:  artists  and  writers. 


anstantly  standing  around  and  “posing".  Have 


these  sample  pages  is  that  some  of  you  may  want 


FORUMS 


AFTERBURIXI  MEDIA  FORUMS:  ART  CONTEST  WINNERS 

http://bloodandroses.com/cgi-bin/iB_cgi/ikonboord.cgi 


Stop  by  the  Sketch  Forums  to  participate  i 


ART  PRODUCTS 


COMIC  BOOK  ART  BOARDS,  EXCLUSIVE  ART  PAPERS 
ART  TOOLS  &  SUPPLIES,  ART  BOOKS,  FONTS 
MANGA  ART  TOOLS,  MARKERS  &  BOOKS 
SKETCH  MAGAZINE,  SKETCHBOOKS,  PORTFOLIOS 

BLUELINEPRO.COM 


COMIC  BOOK  ART  BOARDS  and  CUSTOM  PAPERS 


SUPPLIES  ON  OUR  WEBSITE  AT  BLUELINEPRO.COM  OR  CALL  859-282-0096 


:  859-282-9412 


WWW.BLUELINEPRO.C 


X:  859-282-9412 


V.  BLUELINEPRO.COM 


859-282-0096 


V.BLUELINEPRO.C 


/  FAX:  859-282-9412 


I  WEBSITE  AT  BLUELINEPRO.COM  OR  CALL  859-282-0096 


WWW.BLUELINEPRO.COM 


[Wlmflffimfislas) 


ORDER  FORM 


ORDER  ON-LINE:  WWW.BLUELINEPRO.COM 

MERCHANDISE 


SKETCH  MAGAZINE  -  BACK  ISSUES  -  CLUB  BLUE  MEMBERSHIP 

Attention  Sketch  Magazine  readers!  Here’s  your  chance  to  build  a  valuable  library  of  comic  book  creative  reference  and  fill  in  the 
gaps  of  your  own  Sketch  archives.  Each  issue  is  a  timeless  source  of  useful  material  and  inspiring  artwork  for  the  comic  book 


SUBSCRIBE  AND  SAVE!!! 


Draw  your  favorite  scene  from  the 

FANTASTIC  4  RISE  OF  THE  SILVER  SURFER 

and  win  the  DVD! 


ILLUSTRATION 


ART  SCHOOL 
COLLABORATIOIXI- 
Designing  the  Characters 


Starting  with  this  feature,  editor  and  long-time  bud  Bill  Nichols  and  I  will  be  bringing  you  a 
series  of  articles  on  the  collaborative  effort  to  bring  a  comic  to  life.  Bill  has  written  an  enter¬ 
taining  stoiy  showcasing  his  character  Ursula.  Designing  the  characters  in  a  story  from  the 
writer’s  descriptions  and  giving  them  visual  life  is  probably  the  most  enjoyable  and  challenging 
aspect  of  comics.  Bill  gave  me  some  character  descriptions  and  I  started  sketching  and 
sketching  and  sketching... you  get  the  idea. 

Anyway,  since  this  is  Sketch  Magazine,  what  better  place  to  share  this  endeavor! 


ILLUSTRATION 


mind  (along  with  the  dozens  of  others).  And  she  Jits 
as  a  counterpoint  to  Ursula  in  personality  and  looks. 

Dead  Lee  is  another  friend.  He  dies,  but  still 
wants  to  hang  out.  He  will  probably  bring  some 
comical  aspects  to  the  stories  as  he  is  kinda 
goofy,  witty  and  extremely  agile... for  a  dead  guy. 

golden-age  Victory  Guardians.  \ 

From  BUI: 

Again  another  character  that  has  insinuated 
himself  in  my  head  and  writing. 

the  concept  of  Loki  having  offspring  and  Bill  has 
some  intriguing  ideas  for  them.  Many  are  evil,  but 
some  are  fighting  their  parental  influence  and 
working  for  the  greater  good.  This  could  be  a 


From  BUI: 

I'm  a  believer  in  the  idea  of  redemption.  You  don't 
have  to  be  defined  by  who  your family  may  be,  good 
or  bad.  In  this  case:  very  bad... 


gested  that  we  use  three  of  our  friends  and 
characters  in  their  own  right.  So.  George  Lane, 
Willie  Peppers  and  David  Heath  Jr.  are  now.  Geo. 
Mogus  and  Heath-the  DeathSayer.  Unfortu¬ 
nately,  David  is  no  longer  with  us.  but  I  think  he 
would  get  a  thrill  to  be  living  on  graphically. 

I  never  got  to  know  David  (Heath),  but  the  fandom 
work  he  did  on  No  Sex  has  impacted  me  in  that  it 

Because  of  David's  friendship  for  years  with  my 
fellow  inker  Jerry  Foley,  I  met  George  Lane,  Willie 
Peppers  and  of  course,  Gary  Barker.  When  /  pub¬ 
lished  my  own  fanzines  in  the  late  80s,  one  of  them 
was  called  Heath  about  a  magic-using  private 
investigator  that  Jerry  wanted  to  do.  I  wrote  it,  he 
inked  it  and  a fellow  artist  from  Apa-5  Rico  Aramburo 
penciled  it.  I  can't  ever  be  able  to  repay  David  for 
those  things  he  helped  to  bring  about,  the  comics  and 
the  friends,  but  he  lives  on. 


Next  issue  we  start  page  breakdowns  from 


me  and  appreciated. 
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HOW  TO  MAKE  A  COMIC  BOOK  AND 
SUBMIT  IT  TO  PUBLISHERS 


I’m  going  to  try  and  stay  away  from  things  like:  how  to  “write  a  comic  book”  or  “how  to  draw  a 
comic  book”.  There  are  plenty  of  books  out  there  that  cover  the  process  in  detail.  I’m  going  to 
assume  that  most  of  you  already  know  that  part  of  the  how  that  works.  No,  I’m  going  to  be  discussing 
more  about  submitting  the  comic  book  to  publishers. 

There  are  a  few  books  on  the  subject  of  self-publication  all  written  by  well-informed  writers  and  illus¬ 
trated  by  talented  artists.  This  article  will  take  you  through  the  steps  we  took  in  getting  this  particular 
book  together,  and  the  way  we  did  it. 


PUBLISHING 


PUBLISHING 


PUBUSH.NG 


LETTERS 


=  5  bKtIUH  PUblA<o>t 

lj  0.23 

Letters  Forum 


SUPERMAN  DOOMSDAY  ART  CONTEST 


INKING 


Inkblots 

INKING  TIPS  AND  TRICKS 

by  Bob  Almond 

For  you  inkslingers  out  there  Mark  Farmer.  It  was  to  mark  a  cam 
sometimes  It’s  the  simple  Ups 
and  shop  talk  that  preps  or 
benefits  you  more  than  my 

personal  experiences.  So  I  try  to 
times  share  something  of  value 

work.  Along  the  way  in  my  career 
I’ve  discovered  things  and  picked 
up  some  handy  Ups  and  advice 
from  my  fellow  peers  for  you  to 


days  a 


tended  to  not  only  build  a  nice 
callus  on  the  side  of  my  middle 
finger  where  the  brush  or  pen 
tighUy  rested  but  it  hurt  like 
hell.  I  discovered  finger  cots  at 
the  pharmacy.  They  look  like 
small  condoms.  They  are  used  to 
place  your  finger  inside  usually 
to  not  expose  a  finger  injury 
whether  it  be  to  food  or  what¬ 
ever.  I  learned  that  by  rolling  it 
over  my  middle  finger  it  less¬ 
ened  the  pain  and  if  I  placed  a 
small  piece  of  cotton  inside  it 
over  the  callus  I  was  pain-free.  I 
find  that  I  don’t  need  these 


A  red  pen  or  pencil 

From  an  inking  mailing  list  I 
read  inker  Robin  Riggs  describe 
how  he  picked  up  a  Up  from 


marked  areas  popped  off  the 

because  they  weren’t  easily 
covered  up  even  after  several 
applicaUons  of  paint... not  that 
they  show  up  in  scans  (like  non¬ 
photo  blue  lines  -see  next  item) 
but  I  personally  don't  like  those 
red  marks  remaining  on  a 
completed  page.  Personal  quirk  I 


le  Yahoo 


Inkwell  mailing  list.  The 
question  was,  I  believe,  how  to 
limit  the  pencil  lead  graphite 
from  caking  on  the  underside  of 
your  hand  while  inking  or 
smudging  the  graphite  with  it  oi 
smearing  sweat  or  oils  from  you 


ross  around  where  the 
er  your  inking  hand  sc 


Up.  sometimes  a  pencil  ai 


textures.  While  a  pencil  ai 
photocopy  is  fine  reference 
when  you’re  ready  to  simu 


those  lines  or  shapes  that  were 
erased  leaves  a  good  reminder  of 
where  to  apply  the  white  paint. 
Of  course,  this  is  the  same 
pencil  that  some  pencilers  use 
to  sketch  their  layouts  on  the 
page  before  rendering  the  tight 
details  because  the  scanner/ 


ne.  One  drawback:  it 


blacks.  Another  trick  I  heard 
abQut  is  that,  if  you  have  mul- 
Uple  pages  available,  you  can  di 


INKING 


Speaking  of  frisket  sheets... I 
find  that  If  you  want  to  mask  off 


boundary,  you  can  cover  those 
small  areas  with  post-lt  notes. 
I’ve  tried  to  use  tape  in  the  past 
but  sometimes  the  lifting  of  the 
tape,  even  magic  tape,  can  lift 


careful.) 


Beverages/  liquids 

the  side  of  your  working  hand. 
Never  carry  any  liquids  like  a 
drink  or  ink  across  the  work¬ 
table.  It’s  simply  tempting  fate 

page  of  art. 


I've  heard  repeatedly  over  the 
years  that  if  your  art  board  is 
wrinkled/creased  or  if  moisture 
from  humidity  causes  the  ink  to 

the  page.  Supposedly,  if  you 
place  a  lightly-moistened  towel 
between  the  back  of  the  board 
(facing  downward  on  the  ironing 

section(s)  it  will  help  the  prob¬ 
lem.  But  I  cannot  substantiate 
this  personally  from  experience 
so  always  test  such  practices 
before  actual  application. 

That’s  all  I  could  think  of  off  the 
top  of  my  head  this  time  around. 
However,  as  an  addendum.  I 

changes  to  mention  after  my 

was  written  in  Sketch  Magazine 
#30 


I  mentioned  that  I'd  been 
making  good  use  of  a  Raphael 
Kolinsky  brush  at  the  time  but 
I've  been  back  to  Winsor  & 
Newton  brushes  for  way  over  a 


size  ‘M’  for  ruling  panel  borders 
but  I  changed  back  to  using  my 
Mars-Staedler  rapidograph  (size 
1.0/  3  and  a  half/  or  the  > 

‘black’  cap)  because  the  marker 
faded  from  use  too  easily  and 

cleaning  them  is  always  un¬ 
pleasant,  the  rapidograph  leaves 
a  fluid,  dark  black  line  that  I 
like  for  this. 
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Collecting  hundreds  of  illustrations, 
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